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| From: 7WE “ANTIQUITIES * 
| WAR, by. Kaila. Bin- Kroog:. 


| A new élabion. and. 
| comme 


am fo eae 
HOWEVER, H/$7 SHOWS: 
al Boh 7 WE TERME OF 
KROOG: MAY HAVE UNDERESTIMATED 
THEIR ABILITY TO STEER THE CON- 
FLICT BETWEEN THE BROTHERS IN 
|| 4 PROFITABLE RIBECTION. THE 
|| CONFERENCE AT. KOPLISS PROVED 
| THAT. BLT BY THIS POINT, THE WAR 
HAP BEOLN a (1 WEB 100 LATE 


Writer- Jerry Prosser 
Pencils- Phil Hester & 
J. Vekker 
Inks- Tom Ruder 
fainted. Cojor-Mike Tuccinarc 
Lettbers- Adam Niedzwiecki 
Editor-Jeofrey Vita 
aa line Editor- jeffrey Artemis-Gomez 
Editor-in-Chief - Bob laytor 


Cover fainting by George Frott 


Urza. served the King of Kroog. r 
And pursued AAishra and the Fallaji 4 HEY 


into an ocean of sand. 


URZA, THE SQUADS 
MOVING INTO y 
POSITION, 


Urza found that the Fallaji 
were cumming opponents 

Who used the desert as a 
weapon. 


IN MOMENTS, 
THEY'LL BE OVER 
THE FALLASI Camp 
OUR SCOUTS FOUND 
LAST NIGHT. 


GEl THE GROUND. 
FORCES INTO POSITION ANP 
PREPARE MY FLYER, 


I WANT THE 
AREA SECURE 
BY THE TIME 
L ARRIVE. 


YES, 41k, 
COMMANDER FY AS 
URZA... KX 
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“THOSE FALLAI\| 
SCUM'LL NEVER KNOW 
WHAT HIT THEM,” 


A NO SIGN OF 
THE FALLASI 


Reprinted From DIAMOND PREVIEWS Vol. V No. 2 


LEGEND OF THE FALLEN ANGEL 
ON THE WORLD OF MAGIC; THE GATHERING #1 


by Nancy Collins and Richard Kane Ferguson with 

Cover by Clyde Cauldwell 

Includes a free, rare “Fallen Angel” Magic: The Gathering 
Chronicles card. 


Presenting the origin of one of the most powerful characters 
from the Magic: The Gathering Legends expansion set 
Fallen Angel. This is the violent e est 
majestic Serra Angel sum rae 


is writen by best-selling 
ee, 


REPORT, SOLDIER, ‘ 


HAVE YOU FOUND 
\ AWY THING VET? _, 


THERE WERE 


WO FALLASI HERE, 
ANY BODIES? COMMANDER. 


oe Ney THEY'RE... GONE. 


Sle... 
THERES NO SIGN 
OF ANYONE. 


THIS 16 WOT 
GOOD... \TS ALMOST 
LIKE THEY WANT US 
TO FOLLOW THEM 

DEEPER \NTO 
THE DESERT. 


WHAT'RE 
YOu UP To, 
MISHRA > 


| kA’ KEEN LINPERSTANPING OF THE FALLAS/ STRATEGY, BY LURING THE KROOG FORCES 
GEEPER INTO THE WEBTERN CESERT, THE FALLAS! ACCOMPLIBHEP TWO THINGS -- 1) THE CESERT 
WOULP TAKE /T6 TOLL ON THE KROOG FORCES, ANP 2) BY PLIRBLIING THE FALLAS/ NOMADS, THE 
CITY OF KROOG WOLD BE LEFT WITHOLIT APEQUATE PEFENSES. EVEN THOUGH KROOG HAP THE 
‘| ORM THOPTERS, THEY HAP ONLY A SHORT RANGE ANP NEECEDP CONSTANT REPAIR. THIE COLIR6BE OF 
»| ACTION PROVIPEP THE FALLAS! WITH A SIGNIFICANT APVANTAGE IN THE BATTLE OF KROOG. 


The Western Vesert was an ocean 
of sand, 

And. only the Falfaji traveled its 
depths. 


1... WISE TO 
MAKE YOU WARLORD, 
MISHRA. YOU G00? 
WARRIOR, YOU EVEN 
LOOK LIKE THANK YOU, 
SUWWARPI. HA! QUO ke, \T5 
YOUR LEAVERSHIP 
THAT (MBP IRES 


a: "ae. 


rescore, 


= Za) 1 WORRIED ABOUT 
j FLYING MACHINES... 


5 i iy 
as Ame, { ove KR00G APVANTACE. \ 


N CAN YOU! MAKE ELYING 
i @ a) MACHINES FOR FALLAT? 


We Dn 


WHAT ABOUT 
MUAK-FAWAS.. THE 
PRAGON ENGINE? 
IF FALLAJ| HAP MORE 
WE COULD STORM 
WALLS OF KROOG. 


are 


1 COULD BUILY 
ORNITHOPTERS, BUT 
IT WOULD TAKE A 
GREAT VEAL OF TIME 


YOU... CREATURE CAME 


A en FROM GREAT PESERT. 


ON THE RUN. 


1 SOME WHISPER 
YOU SHOULD? AOT 
BE WARLORD... 
BECAUSE OF YOUR 
BROTHER. 


HE'S GONE, ASHNOZ... 
YOU CAN SPEAK AOW, 
TONGUES AREN'T THE 
ONLY ZA/NGS THE 
QUAVIR HAS REMOVED 
FROM HIS WIVES. 


VpEsives, HE WOULDN'T 
BELIEVE THE 7RL/7TH IF I 
TOLD IT TO HIM. MY DREAM 
DOEEN'T EXACTLY £/7 WITH 
FALLAS| THEOLOGY... AND 
IVE SEEN WHAT THEY 
PO 10 HERETICS. 


, YOU TOLD ME 
ABOUT YOUR PREAM, 
ABOUT WHAT YOU SAW, 
g@ WHAT IF IT ASAT JUST 
A DREAM? WHAT IF YOUR 
SPIRIT REALLY TRAVELED 
TO THAT OTHER WORLD... 
“en 


ON? SOMEHOW YOU 

BROUGHT THE CREATURE 

BACK WHEN YOU RETURNE? 
TO TAS WORLY 


THINK OF HOW POWERFUL 
YOU WOULD BE IF YOU COULV 
TRAVEL TO THOSE OTHER 
WORLVS ANP BRING BACK 
THINGS ONYTINE YOU WANTED, 


| THOSE are very % 
| GOO? QUESTIONS, 
Lf AsuNoD, ane I 


hr 


MORE LLICK.., 
MORE PRAGOM 


ENGINES... NOULD 
: \ SIL 


ENCE WAGGING 


TONGUES. 


NO, I TOLV HIM THE PRAGON \34 

ENGINE |6 A THRAN CREATURE 
FROM THE VEEP PESERT. HE 
KNOWS 1'M LYING, BUT HE 
OED ME. 


k 


wAND I KNOW 
WHERE WE CAN 


WE'LL LEAVE 
IN THE MORNING 
FOR THE CAVE 

OF KOILOS. 


But the deep desert had secrets hidden 
even from the Falfaji. 

The Thran guarded their mysteries in 
the Cave of Koilos, < 

But Mishra and Ashnod were determined ¢ 

to.find them. 


THERE IT16,\ 
ASHNO?P! THE 


THE ROC'S 
BONES STILL COVER 
THE OPENING,’ 


WASN'T KOILOS A 
REGULAR PLACE FOR a ‘ THESE TUNNELS 
PILGRIMAGE? COULD \ EE ARE LIKE A RATS 
BOMEONE HAVE BEEN \ " NéST, REMEMBER 

HERE SINCE YOu \ 4 WHICH WAY You 
FOUND THE STONES? 4 & TURN, OR WE MIGHT 

; NEVER FIND OUR 
WAY BACK OUT, 


y VO YOL/ 

REMEMBER 
WHICH WAY 
YOU WENT? 


WITH ANY LUC, 
THE SMELL OF THI6 
CARCASS HAS KEPT 
AWAY THE CURIOUS. 


Mishra and Ashnod travelled to 

b the Cave of Koilos, 

The birthplace of the Mightstone 
and Weakstone. 


EVERYTHING 
16 JUST AS 
WE LEFT IT! 


YE6, YE6...|TS 
BEALITIELL, 
MISHRA, _, 


NOW LET'S SEE 

HOW THE CRYSTAL 

REACTE TO THE 
WEAKSTONE. . 


In this place of powerond destiny f 


buried beneath the sands, 
The Weakstone opened a gateway 
that led to another world 


And Aishra. crossed paths with 


the secrets of power. 


N 


y} 


‘ 


\3 
4 
i 
ie 


\. 
bn 


[ 


ys 


TM NOT $uRé.., 

BUT IT LOOKS 

LIKE SOME KIND 
OF Door... 


Mishra. and Ashnod. trave 
another world 
Where they tamed strange, 
mechanical beasts. 
This world was dark, fike no 
other-- with a sky as black 
06 pitch. 


(fi a AD Slee a tl SE i Hid TT se person Pe See ee 

| OTHER ANCIENT NARIATNES ¢8UCH ° THe [EY OF MORATH * RNALS > COULP 

| (VTERPRETED AS TRAVEL BETWEEN PLANES, BLIT NONE ARE 48 CLEAR ANP CIRECT AS THIS STANZA IN 
| “7HE STORY OF LIRZA AND MIGHRA.” (7 DESCRIBES MISHRA'S JOURNEY TO THE PLANE OF PHYREXIA, A 
I HIDEOUS HELL OF MECHANICAL BEASTS AND DEMONS, ANY PLANEBWALKER DETERMINEP TO TRAVEL 
|) 70 PAYREXIA ($ LIRGED TO EXERCI6E THE LITMOST CALITION. LIKE THE MAPS OF OLE, THIS PLANE 
|SHOLLD BE MARKEP “HERE ABIDE MONSTERS,” 


Se ee Eee. ees. ae oe eee eee eee 


| WATCH OUT, 
J| ASUNOP! THE 
SECOND... ITS 


BY . 
B \ os 
4 


2 


Games popular Mutant Chronicles 
and Uoom ‘Trooper Universe to the 


Each issue contains a unique 
— Doom Trooper trading card that can 
only be found in the comics 


©1995 Acclaim Comics, Inc. MUTANT CHRONICLES ©1995 Target Games AB. All Rights Reserved. Mutant Chronicles and all 
_ Character names and the distinctive likeness(es) thereof are Trademarks of Target Games AB. 


0 Parente & Alex Horley 


nN 


: } My 


[SES 


WATCH OUT! ff 


SUBMITTING TO \S 
YOU, MIBHRA, JUSt 


Mishra and. Ashnod. returned. 
to Argive, but not before they 
Fought a powerful enemy. 


ITS MOT THE 

Y WEAKSTONE THAT 

CONTROLS THEM... 

ITS YOLL YOu 

A HAVE THE POWER,’ 


WHATEVER THE 
THRAN CRYSTAL DID, 
IT DIP TO YOU 
AND URZA, 


es 
Aq, 
WHAT |S 
your SECRET 
FOR CONTROLLING 
Fl THE BEASTS? 


i 


YOU WILL 
TELL ME 
) OR PIE-- 


yy 


ow VS 


I THINK 


Bi 

NORE VRAGON 

ENGINES FORTHE 5 
QUAV Ie 7 


HE CAN 
COME BACK 
ANP GET THEM 
HIMSELF.” 


RUN ALL 
YOU LIKE... 


ACGLAIM COMICS 


BANGEROUS 


ARMED & DANGEROUS #1 
Written, pencilled & inked by Bob Hall 
A spell-binding tale of a boy’s 
arrival at the threshold of 
manhood, and the shadowy 
world of gangsters and gun 
molls who stand in his way. 
Not for the weak-hearted! 
SHIPPING IN DECEMBER 


-A«laim 


CHOriM Lew Oe Sent ee 


©1995 Acclaim Comics, Inc. ARMED & DANGEROUS TM & ©1995 Acclaim Comics, Inc. 


QUICKLY, 
MI6HRA! 


” YOU WON'T 
ESCAPE ME 
AGAIN 


Aiishro. and Ashnod returned. to 

And then the beasts from another world. 
followed. them-- 

The Vrogon Engines with jaws of steel 


and. eyes of fire. 


QUICKLY, 
MISHRA... BEFORE 


HURRY! 
GET OUT OF 
THE CAVE! 


VO YOU THINK 
THESE WILL BE 
ENOUGH CRAGCON 
ENGINES FOR THE /E 
QUADIR? 


wl NOT... 
COULP ALWAYS 
BUILP NORE. 


lowed Mishra and served. well the path 
of fate. 


THE Whe BETWEEN lik24 AP 
WHE SFREAP ACROSS YOTIA 
ANC THE GREAT PESERT-~ EVEN JO 
THE PLANE OF PHIVREM AL AS WE 
SHALL: SEE, AN/BHRAE EXPERIENCE 
IN FYIVREKA SEENE TO CHANGE |. 
HUM, THE, “BLAEK HEMT” REFERRED | © 
10 N THE LAST STENZA SPREADS 
OVER WIBHEA LIKE."A SHADOW 
ger moam ss : 

: bs an Hyer 
ALTHOUGH SOME SCHOLARS BE- 
LIEVE THAT THE BLACK HEART 16 
4 SYMBOL OF THE Cee FATE 
THAT AUBHEA, BROUOCHT ON HIM 
SELF..BY HIS GREEP ANP HIS. LUST 
FOR POWER 7 BELIEVE THAT THE. 
"BLACK HEART” ACTUALLY REFERS 
TO A PHYREXIANPEMON THAT 
FOLLOWER V1SHKA ANP ABHNOP. 
THROUGH A PLANAR GATE AN? 
WTO THE CAVE OF KOILOS. 


WHATEVER THE INTERPRETATION, (7 
1§ FEAIN THAT MISHRAS CHAR- 
ACTER CHANGES PRASTICALLY AT 
THIS. POINT, BECOMING DARKER 
AUP? MORE FANGEROUS, IN THE 
NEXT FACET WE WILL SEE MISHRAS 
DARK HEART SPREAP OVER THE 
LANE ANP ENGULF THE CITY OF 
KROOG IN SHACOW ANE FLAME. 


Thus ends the first section 
of (AE AWTIQUITIE? WAR. 


Well, my friends, this first series 
has come to a close, but I’m sure 
you know that the story is far from 
over. You have just witnessed the 
rise) of the greatest rivalry 
Dominaria will ever know. Urza and 

Aishra have chosen a dark path that 
‘can only lead to their own destruc- 
tion, while sorrow and despair 
threatens to overwhelm anyone 
‘caught in their wake. Pity those 
ho, through no fault of their own, 
ave become trapped in the 


‘n pies war on the World of 


ur thanks to all of you we 


ve written in and i . 


been the longest and most a 
tious project from Arma 


up—and the war e alates—early 
gotten into the storyline and hav 
offered some insightful comment 


on the direction of the book. 


peek at the continuation of this epic 


series, | want to take some time out 
to acknowledge the people that 
made all this possible. Our first 


book was pencilled by the incompa- 
rable comics veteran, Paul Smith. 
Paul started us rolling on this his- 
toric project, and he did a wonder- 
ful job defining the looks and per- 
sonalities of the cast at the story's 
earliest phase. Unfortunately, Paul's 
schedule didn’t allow for him to 
‘omplete his run, but his contribu- 
‘was significant, nonetheless. 

| Hester, perhaps best known 
ecent work on Swamp Thing, 
Jp to take over and 


he rose to the occasion and mad 
next year.) Many of you have really — 


Before | give you guys a sneak 


never have been made had it not 


brought a whole 
grace to each page 
increasingly tense situatior 
story, Phil’s pencils helped 
a dark, moody feel to the book. 
Finally, J. Dekker’s unique pencils 
rounded out the series, pushing 
our hapless anti-heroes into 
mythic proportions, and capturing 
the intensity of this first of three 
major crescendos. 

With such dramatic shifts in pen- 
cil styles, | knew that through it all, | 
could rely on the steady hand of 
inker, Tom Ryder. Tom has the 
uncanny ability to adapt at a 
moments notice and really bring 
Out the best in a set of pencils, no 
matter whose they might be. No 
doubt, Tom has been challenged by 
this book, but in true Ryder fashion, 


able position of hz 
it from start to fi 
ain’t seen nothin’ yet! 
By the way, Jerry took ou 
time from his Antiquities W 
scripting chores to adapt 
Steve Canard and Jeff Gomez 
(insert trumpet sound here 
Dakkon Blackblade on the World 
Magic: The Gathering! The wor 
grandiose doesn’t begin to descri 
the wildness going on in this book 
It comes out this February. 
A tip of the baseball cap also to 
Shawn Carnes and Scott 
ungerford for all of their insight 
ito the rhyme and reason of the 
agic in this series. Shawn has been 
ith the Magic crew since our first 
ffort and hasn't let us down yet. 
d you thought being a ules ke 
was easy? 
 Skatf Elias, ‘one of the: master-_ 
os behind the ie history — 


to my solitary inker, 


through each and every time. i 
ever found himself in a jam of epic 
proportions, like fourteen pages due 
overnight, he knew he had some 
help from Chrysoula Artemis- — 
Gémez, who was ready to pitch in 
when needed. So, to my colorists, a 
bow of appreciation. 
Finally, the whole series would 


referring to 
World War lin the interview con- 


“Spring to a 
Kevin Maple 


to come, so § 
the ride. Keep 
in because ee 


_ his forces, ae deal a c pe 

blow. The only problem is 
ishra is truly on the run, 

_ doesn’t have enough time to s 


and gather his forces or he will be 


overrun. Mishra must do some- 
thing to gain the upper hand. 


Mishra and Ashnod both realize 
hat one Dragon Engine will not 
win the war. They need more 

machinery. [he nomads know this 

50, and their suspicion of Mishra’s 

formance as an effective war- 

ws. Mishra and Ashnod, 


sesses the Wea 

that makes creatures lo 

when they attack. This 

helpful should he run into trouble. 
Once in the cave, Mishra discovers 
the gate to Phyrexia, the steel- 
bound hell for artifacts. Mishra and 
Ashnod travel to this domain, and 
discove first. hand what Mishra 


Ashnod, how: 
erned about 


Mishra first went to the ca 
crystal discovered by the b 

in issue #1, apparently empo 

by the ancient Thran, has giv 
Mishra the power to co 
artifacts. (Apparently, its done th 
for ees Urza as we 


Ardea ke anything else in 


Magic, have ‘fasting costs and 
_upkeep costs. The biggest differ- 


using artifacts 
add some poy 


with Mishra and Ashno ) | 


from. the cave wit 


control. In the histo 
Antiquities War, the Drag 
Engine attack on Kroog was one 
of the most devastating and pivotal 
battles in the entire campaign. It 
changes both Urza and Mishras 
lives, and sets their chosen lieu- 
nants, Ashnod and Tawnos, into 


there be an issue #5 to the — 
War es No! 


ee. : 
Jerry Prosser 
- tt should be | 


Magic: The Gathering 
Wayfarer #5 


The shocking final issue! Jared and 
Kristina (now joined by Altair and the 
Nightmare!) must face their destiny in 
the Dueling Chasms of Golthonor! 

Armed with the teachings of his men- 
tor, Kristina, Jared. Carthalion clashes 
with the Battlemage Ravidel in a spectac- 
ular magic duel that features one of the 
most notorious MIG monsters—the 
Lord of the Pit. In the process, the mys- 
tery of which Master Planeswalker has 
been pulling Ravidel’s strings, is 
revealed. The results of this issue will tie 
the entire Magic line continuity together, 
and have major ramifications for 
Armada’s Magic: The Gathering comics 
next year! 


Magic: The Gathering 
Shandalar #1 


Based on the brand new Magic: The 
Gathering world presented in the 
MicroProse CD-ROM game, Shandalar 
picks up where t he Worl 
Magic: The ( left off! In Ice 
Age, three of the most powerful 
planeswalkers in all Dominia—Leshrac, 
Faralyn, and fan fave Tevesh Szat— 
escaped the endless winter world to con- 
quer the mana rich plane of Shandalar. 
How one of their evil minions, the rene- 
gade knight Lim-Dul, turns out to be the 
greatest threat of all, comprises the sto- 
ryline of the Shandalar miniseries. 


Magic: The Gathering 
Legend of Jedit Ojanen #1 


One of the most popular of all of 
Magic's heroes from the Legends expan- 
sion set, Jedit Ojanen is the fiercest cat- 
warrior of all! Learn the heretofore untold 
tale of how Jedit learned that cunning is 
just as vital as strength and swordsman- 
ship in the art of war. Why Jedit aban- 
doned his forest home for the life of a mer- 
cenary is also revealed in this swashbuck- 
ling two-issue limited series. 

By popular demand, Armada now 
begins a series of one- and two-issue story 
arcs based on the universe of Dominia’s 
most celebrated characters—the Legends. 
Playing tips and background on the story's 
heroes, villains, creatures and artifacts will 
be included in each comic's fascinating 
back-up material. Tony Harris (Starman) 
supplies the great cover painting. 


Steven J. Massarsky 
President/Publisher 


Bob Layton 
Senior VP 
Editor-in-Chief 


Jon Hartz 
Senior VP 
Morton R. Nissen 
VP Operations 
Hayley Eden 
Controller 
Brad L. Goldberg 
Circulation Manager 
Darren Sanchez 
Director of Production 
Harry Eisenstein 
Production Manager 


Rebecca Knaster 
Advertising Sales 


Jeffrey Artemis-G6mez 
Line Editor 
Jeofrey Vita 
Assistant Editor 


C.R. Lister 


Designer 


Scott Friedlander 
Computer Graphic Design 


Sharon Claire Mitchell 
Story Consultant 


Lisa Stevens 
VP New Business/Marketing 


David Lee 


Armada Liaison 


Scott Hungerford 


Dominia Continuity 


Ronnie Noize 
Coordinator 


Paul Peterson 


Shawn Carnes 
Consulting Rules Editors 


Created by Richard Garfield 
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The Gathering 


im = : ' z ‘ ' 
Life isn’t fair: eas 
So who says a game has to be? Richard Garfield, creator of Magic: The Gathering”, 


based this highly entertaining card game on the premise that fairness is overrated. 
The Great Dalmuti ’ makes a perfect holiday gift or stocking stuffer! 


Available at your local game store—or contact Wizards of the Coasts 
S. Customer Service Team at (206) 624-0933 ¢ Suggested retail price: $7. 95 
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< The Great Dolmusti arc Monit: The Gotheving 


The Werewolf: The Apocalypse 
Collectible Trading CardGame = G44: Sry pi 


Rage , The Wyrm and Werewolf: The Apocalypse are trademarks of White Wolf Inc.,1995. All rights reserved. The card/hologram combination is a trademark of the Upperdeck Company. All rights reserved. 
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the #1 comic soak is nor 
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«1 | Spawn" vs. Violator + 
Eternal;Enemies! 


Escape Siffit Knight's” Unleash the fury of the 
fullforce blast! 


vengéance: Teleport! 


THE VIDEO GAME 


Infinite powers are yours, but use them at the cost of your soull; 


Overtiail” is ep ante Rooftop vengeance! 


s Spawn, you are 
ord of Darkness! Your ‘ 


SUPER NES*« 


Lijie 


Spawn ie 4: Sa 42 of 


Productiot 


ony Electronic Publishing Company. Based on material © 1995 Todd McFarlane Productions, Inc. Spawn 
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